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A for'ways to escape this place, and others... just give up. 


Il human life has beer 
s to keep'them in chec 
Ss, who ensure that a corru 
laws are obeyed. 4 


Here, brutality in all its Sensi is an everyday reality. 
life forthe non-powerful decreases at an 
alarming rate. : 
For:many, this can Be overwhelming. Sonia devote themselves - 
to their jobs, their families, or even their studies. Some look 


But for many of them, the answer lies at the bottom of a 
glass. 


On a small road just seconds away from the main street, 
somewhere near the slums, you can find the Hall A of the 
BTC-certified bar coded VA-1 11... 


.. but that’s a mouthful, so we just call it Valhalla. 
A small oasis in the middle of the concrete desert. A fountain * 


of spirits waiting for tired souls. a 


‘ 


And it’s here where this story unfolds. 
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During the original prototype of VA-11 Hall-A, we 
ade the main character some random guy named 
Gillian as a reference to Snatcher's Gillian Seed. But 
s the idea of the game became more and more 
concrete, we started debating what kind of main 
character the game should actually have 


Then, during the production of VA-11  Hall-A 
Prologue, we toyed with the idea of the character 
having no name and being referred to just as 
bartender”, making them a non-descript self-insert 

the player This idea would make the game 
more similar to one of its original inspirations. In 
i Joh's “Bartender”, the titular bartender is 
cript for the most part, 
being just a vehicle for the stories inside the bar to 


mysterious and non-desi 


take place 


However, in the middle of development we decided 
to make a leap in a different direction. What if the 


main character gave a vibe like that of a mysterious 
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bartender, but in reality was anything but? Not only 
that, the scope we wanted to keep (one where the 
player only interacts with the world through serving 
drinks) would benefit more from having a character 
that’s more established 


If | had to describe Jill as a character, she's a loneli 
er version of myself (or indeed a self-deprecating 
image of myself that comes back to haunt me from 
time to time). Many elements of Jill's story are 
similar to elements in my own life in an effort to 
make her whole story feel more intimate. Things 
like her growing up with no friends, staying at home 
with her grandfather, and so forth 


After all, our main focus with the game was to take 
typical fantasy cyberpunk characters and make 
them as down-to-earth as possible in the process 
It only makes sense that the main character would 
be the most down-to-earth story-wise of the bunch 
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There was a soldier | wanted to write (who eventually 


sex is. 
became Sei) that was replaced by Dorothy. Our train of 


The problem i 
at if we 


like a normal part 
‘We have a hacker and a mercenary, 
we're kinda missing the sex worker 


made he 


And then Kiririn 


that instead of being depicted 
of everyday life, the most common 
depiction of sex in games is no better than a little kid 
Our baseline for Dorothy was to avoid making her a 
victim or a bitter sex worker. Dorothy does her jot 
t ought ali prostitute? Maybe we voluntarily and she likes it; she’s in full control of he: 
shouldn't”, a thought immediately followed by “But situation. Moreover, related to what mentioned 
why shouldn't we?” As desensitized as | am to the loli before about the depiction of sex: We wanted to make 
L archetype 3 whole, the | of an underage-looking her sex-friendly but not actually sexual 
sex worker felt taboo, and shouldn't that be more 
PRET ef ap00.. 8 CHIC ese Dorothy is the kind of person that really likes her job, it 
motivation to go for it? Not in the sense of putting = y 
' pe LAGhkS a la David C so happens that said job is related to the horizontal 
things in for the sake of being “artistic” a la David Cage, ‘ 
sid. site li imei nny Soares Uae ca hy mambo. We made it so that her character could be 
but rather an honest attempt at developing that idea in . 
; VA-14 Hall-A ; transposed with relative ease if she wasn’t a sex 
enuine wa’ all-A ts, after all, an exploration 
| 1 gE y 4 sb ieeebgs worker. If she was a teacher, she'd tell dumb storie 
f normal 20ple in a cyberr society, and sex 
doch xc 4 efi iecaneks , ae wi about students. If she was a nurse, she'd talk about the 
workers are always present in said works, mostly ir ds 
: sient A = re yross shit she treats. Nun? You'd hear all about the 
ery reductive and often problematic roles 
x P questions kids have during Sunday school. All of that 
With the previous questions in mind, it became clear with the same upbeat, cheerful behavior 
that, to put it simply, video games lack a good pair of 
) s i : ply sees gar a a nh : With this last paragraph, some of you might be 
balls. They still carr > stigma of being silly enterte 
~ y y the ster sist cei side chyna: wondering “Then why make her a sex worker if it could 
ment rather than a bona fide artistic medium. Themes > 
be replaced with something else?" If so, you might be 
that wouldn't be out of place in movies or books A . 
id t fal t tt t missing the point of character depth. It’s not a matter 
sudden! =) 2 scandalous Decause ayre den 
FIRST Y DBCENS SBORNC BR neon areca iey ) of “Why make her a sex worker if her personality would 
depicted in video games. My second thoughts about = 
: ; be the same?” but rather “If you take out the sex 
the underage-looking prostitute is what opened 
PS UNC Sree Orne: PCoe ven dip : ; worker element, what are you left with?" Character 
eyes to that fact, since my doubts stemmed from the 
ye a : seg iif + e depth is all about making a character that work 
mindset of “I'm gonna get in trouble for doing this in a 
hee ae Sid an wig erica beyond a superficial level. 
deogame”. As long mindset ysn't broker 
the medium rt enough to encourage This under s sex-frie 
artists to be bolder not sexual n't actively sext ed, a: 
5 ; aren't characters lusting for her in-universe, nor doe 
he thing is, sex workers also have a poor history with 
seat Hs Aelieele soe tae gaol Bus she exhibit constantly horny behaviour, and her 
the way they're depicted in media, let alone games 
7 bh daha g j ae is % A z ' invitations are usually facetious. We wanted to fully 
ey are usually portrayed as broken people, always 
5) flied ays SRC R ESE wey explore the idea of writing a sex worker instead of 
pushed to the limits of despair, as props ready to be 
making a shocking one-off joke, and t 
disposed of. Plus, sex already has a very distinct ae 
5 humanizing Dorothy came fir 
jravitas to it. It's seen as everything from a happy } th 
1one: pr 
ending to a display of dominance to a rite of passage : 
and that’s fine, but it doesn't encompass e' 


to do so 
t and foremost. |'r 


we 


jid with he 
important milestone in character 
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During the creation of the original VA-11 Hal-A 
prototype, before we established the cyberpunk 
downtown bar, the original idea involved the bar 
being in the neutral zone of some war, here you'd 
serve a cheerful soldier, a mercenary and an 
accountant. The accountant eventually became 
Alma, the mercenary became Jamie and the 
cheerful soldier got replaced with Dorothy. 


However, as soon as the idea of making a full ver- 
sion of the game came to be, the cheerful soldier 
came back as the first post-prototype character 
designed, who eventually became Sei. The core 
idea of Sei was to humanize the White Knights, 
the military forces that the setting had. How does 
someone that's actually there to help the people 
cope with the rampant corruption inside the force? 
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And that’s where Sei’s main trait lies. Her innocent 
behaviour isn’t a front to deceive, it isn’t a coping 
mechanism or anything similar. Sei is just that much 
of a good person, she’s the kind to never assume 
ill will of people, but she's not foolish enough to 
believe everyone sees the world the same way she 
does. While she'd much rather assume the best of 
intentions out of people, she’s not foolish enough to 
blindly believe that's going to be the case. 


And in this particular sense, | believe Sei is the 
character that’s more like me on a fundamental 
level. Someone that finds it tiring to assume the 
worst in all scenarios, that honestly believes in the 
benefits of working together earnestly. | believe 
this is a struggle everyone has gone through, and 
even if the end result of your struggle ended up in 
the total opposite direction, it’s still something you 
can understand regardless. 


By far, the most interesting thing about Sei is 
how people have deduced that she might fall 
somewhere in the autism spectrum. This was 
a conscious decision on my side; Sei speaks a 
lot like me, she just voices the confusions I've 
come to learn over the years but that | still have 
nonetheless. To see people come up with ideas 
or explanations for her exact diagnosis, while the 
most | ever had growing up was a suspicion that | 
might fall somewhere in that spectrum, has been 
quite the interesting revelation. 
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An idea | had while thinking up characters was “a 
variation of the bitter idol archetype”. The idea being 
that this was your usual idol fed up with the business, 
but instead of coming off as a primadonna, she'd come 
off as... Batman; Bitter, but willing to make the sacrifice 
for the sake of her fans. This idea didn't have much 
mileage at the time of actual writing, but the idea for 
an idol lingered in our minds. 


Then something fun happened. There's this Spanish 
band called “La Oreja de Van Gogh”. In November 
2014, they finally held a concert in Venezuela after 10 
years since the last one. | went to that concert with my 
family. The outdoor concert was filled with difficulties. 
There were delays, it was cold, it started raining... and 
yet, people were just waiting patiently. 


And then the concert began. Any trace of hard feelings 
in the air that might've resulted from the difficulties 
vanished when the actual music kicked in. It was all 
loud and cheery, but not in a manner that would drown 
out the music. Some older folks sitting near us started 
dancing. Hearing the band and the songs | grew up with 
live was a really amazing experience. Finally, as they 
were starting an encore, the venue cut off the power, 
forcing the band to leave and dispelling the illusion that 
we were somewhere besides a crumbling country. 


The whole paint of this anecdote is that | took the idea 
for an idol and used it to convey all the feelings that 
concert stirred in me. Miki is the embodiment of all the 
wholesome sensations from that night, and her concert 
is a reference to the conditions of the one | went to. 
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As a result, we have this pure embodiment of love for 
music and fans of said music. Someone so nice she 
doesn't think too poorly of people breaking into her 
home and messing with her underwear. Someone 
comically nice to a fault. Miki was my initial attempt 
to make Lilim follow a different set of priorities than 
humans, to have them break usual logic just enough to 
give the impression they live in a different reality than 
everyone else. And then | remembered | could also 
cram in that “Batman idol” idea. 


Miki's design was a battle in and of itself. Kiririn 
struggled for the longest time to balance old school 
idols {like Minmay in Macross) with the new batch 
of idols {like Azusa from iM@S). Idols have to look 
like untouchable goddesses while also looking just 
approachable enough. We're happy with the end result, 
The final Miki design highlights her wholesomeness 
yet differentiates her from most idols by aging her up; 
young but not too youthful, mature but not old. 


Miki's concept may echo the common theme of scifi 
that humanity may stagnate because machines just 
do a better job at everything. But | think the extreme 
idea that machines could take over creative fields and 
make humans “obsolete” at creation is silly. It’s like 
saying | won't start writing because another person 
writes better than me. Creativity begets creativity, and 
*Kira* Miki being an Al singer doesn’t automatically 
mean every other singer is now obsolete. 
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| love writing off-the-wall and crazy characters, they're 
just so much fun. Streaming-chan might be the 
character | had the most fun writing scenes for: 
Streaming-chan came from someone's suggestion for 
a “girl that streams her life” 


Of course, just streaming wasn't fun enough, it was the 
perfect chance to make her the obnoxious kind of 
streamer. Streaming-chan is what happens when you 
take a video content creator and they start acting in 
real life the way they act on their videos, when their 
personas no longer obey the lines between fake and 
real (or the lines of personal space for that matter) and 
the world reacts to that. 


But this loud and brash girl actually brought with her an 
interesting question: What makes someone be like 
that? What drives Nicole Chen to throw away all 
semblance of common sense for the sake of her 
viewer count? She could've just been crazy... but that'd 
be no fun. 


The inspiration for this came from personal 
experience. I've been writing since | was 14, before 
that | just fantasized a lot and wanted to be a comic 
artist. Death on the Nile and Les Miserables started a 
passion for reading that had been dulled by all the 
flavor of the month young adult books around that time, 
and made me realize novels were just as good a 
medium for my ideas. However, | wrote mostly for 
myself, the few times | tried to get someone to read 
what | wrote, they either didn't (accepting my prints out 
of courtesy] or teased me about it. 


Fast forward 4 or so years. | was sitting in a Cyber Cafe 
and | sent Kiririn a short “game” | wrote in Ren'Py and. 
he liked it! Not only did someone actually read what | 
wrote, they liked it! The surging impulse to write | felt 
that day is still moving me today. 
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STREAMING-CHAN 
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And Strearning-chan is pretty similar, the persona we 
see her enforce is the version of herself she wants to 
be, an ideal backed up by viewers that genuinely like her 
or just lust after her. She streams herself 24/7 
because it helps her become someone she has always 
wanted to be, do things she wouldn't otherwise do, and 
take risks because she know there's a mass of people 
behind screens cheering for her. 


Fun Fact: Her cap is actually a Cavern Kings cameo. 
The Nico Nico-ike stream was included because we're 
fucking weebs; it helped drive home the idea that 
Streaming-chan's appearances included a live stream 
without changing or adding to the layout. 


A closing thought on Streaming-chan, something that 
came to mind when coming up with her inner workings 
Validation is a scary thing, 


Let me give an example: My dad used to be a music 
teacher. At one point he was finding the job dull and 
thought about how he would make more money and be 
better off working on his recording studio, but having 
been a teacher for 20 years he found it hard to quit. 

but then, during a class a kid told him “What are you 
doing here? | don't want you here!” Said kid was 
infamous as a pint-sized shitshow, but it gave my dad 
that last push he needed to quit and go a different way, 
He wasn't even mad at the kid, he just thought “Yeah, 
what am | doing here?” 


But that made me think how scary that was, how a 
random comment with no real ill intent behind it 
pushed him to quit his job... how a well-placed random 
comment on the internet can push someone to follow 
through with the dangerous thoughts they might've 
had for a while. 


Words are scarily powerful, they can heal as much as 
they can kill. Use them carefully, and stay safe. 
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Betty's base was "Granola girl veterinarian”. Not a 
cyborg vet or anything of the kind, just a plain veterinar- 
ian whose patients just so happened to be talking dogs. 
VA-11 Hall-/A was supposed to be about the 
background people, so it was logical to have a “normal” 
person. Betty gave us the confidence we needed to 
add characters like Mario {just a delivery boy), Norma 
{just a girl with an overbearing mother), or well... Jill 
herself. 


Of course, not making the cyberpunk elements come 
into play for her character to some extent would be a 
waste. So we took the granola girl base as a reference 
and came up with her ethos: her moral stance against 
augmentations. 


What happens when you're able to enhance your 
capabilities not through practice and skill, but through 
surgeries? Betty's backstory shows the logical end of 
that kind of mindset, when some college friends of hers 
decided to go through a hand enhancement procedure 
with a shady guy, not unlike what some people 
nowadays do with tattoos or cosmetic surgeries. 


Prior to Betty, we didn’t have as much of a chance to 
try and make characters with depth or well-established 
dynamics, Betty's personality was built upon the base 
idea of being Deal's foil. As such, since Deal was more 
collected, rational, and almost stoic, Betty had to be 
more emotional and irrational. Being “emotional” 
doesn't refer exclusively to having mood swings, in 
Betty's case she’s a person that, when she feels 
something, she feels it strongly. Her being irrational at 
things is just an extension of her acting on what she 
feels. She can accept how opinionated her stance on 
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augmentations can be, but she can't do anything about 
how strongly she feels about said topic 

Some emotional people might know very well how this 
is, so they grow a “hardened” exterior to keep things in 
check. This is why Betty might seem grumpy at a first 
glance, and also the part of Betty that | can safely say 
comes straight from me and my experience. 


It was a good practice on how to properly create 
character depth for the full game. The fact that nobody 
thought her sudden change in character when she's 
drunk was out of place is testimony to the fact that we 
might've been successful with it. It was this practice 
that led us to understand how to make characters 
whose personality ran deeper than what you initially 
see, or how to think through their inner workings. 


As you can see, it's safe to say that Betty was the test 
subject and pioneer of what's essentially VA-11 Hall-A’s 
characterization. But did she change anything at all 
between Prologue and the final release? Not really. 


Her core character, personality, dynamic and inner 
workings remained the same. The only difference 's 
that we wrote her having more experience under our 
belts by that point. If anything, since we already wrote 
her and Deal once, her sections were the easiest to 
come up with. Though | guess she became less 
grumpy. Even in the redux Prologue, she was more 
tired than actually outright angry. 


One closing thought: I've seen people groan and cringe 
at many of VA-11 Hall-A’s jokes. But I've yet to see 
anyone point out that Betty's ex is called Veronica. | 
thought that one would have been the obvious one 
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Julianne Natalie Stingray 


Age: 27 


Birthday: June 27th 
Species: Human 
Favorite Drink: Beer 


Dorothy Haze 
Age: 13 (Physical appearance), 


24 (Ment 
Birthday: Nove 
Species 
Favorite Drink 


Stella 


Birthd 
Species 
Favo 


al age) 
mber Sth 


: Piano Woman 


Hoshii 

y: December 25th 
juman (Cat Boomer) 
e Drink: Classic Drinks 


Sei P. Asagiri 


Birthday: March 20th 
Species: Human 


Nicole Chen 


Birthday: August 8th 
Species: Human 


Beatrice Albert 


Birthday: 19th of August 
Species: Human 
Favorite Drink: Beer 


Alma Armas 


Birthday: July 25th 
Species: Human 
Favorite Drink: Brandti 


Dana Zane 
Age: Eterna 
Birthday: May 31st 
Species: Human 


*Kira* Miki 
Birthday: September 3rd 


Species: Lilim 
Favorite Drink: Mulan Tea 


Julianne Natalie Stingray 
Age: 27 

Birthday: June 27th 

Species: Human 

Favorite Drink: Beer 


\ 
Dorothy Haze Sei P. Asagiri 
Age: 13 (Physical appearance), Birthday: March 20th 
24 (Mental age) Species: Human 


Birthday: November Sth 
Species: Lilim 
Favorite Drink: Piano Woman 


Stella Hoshii 

Birthday: December 25th 
Species: Human (Cat Boomer) 
Favorite Drink: Classic Drinks 


Nicole Chen 


Birthday: August 8th 
Species: Human 


Beatrice Albert 


Birthday: 19th of August 
Species: Human 
Favorite Drink: Beer 


Alma Armas 


Birthday: July 25th 
Species: Human 
Favorite Drink: Brandtini 


Dana Zane 

Age: Eternally 17 
Birthday: May 31st 
Species: Human 


*Kira* Miki 


Birthday: September 3rd 
Species: Lilim 
Favorite Drink: Mulan Tea 
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In this interview conducted by our 
Japanese publisher Playism, we 
discuss the perspective of Suke- 
ban Games as to why “cyberpunk” 
is portrayed the way it is in VA-11 
Hall-A, and how the team's lived 
experience of dystopian life in 
Venezuela influenced the world 
and narrative. 


PLayism: What sort of social position do you 
see the issues of sex and gender occupying in 
the world of 207X? For example, jill is depicted 
as “simply being into women”, a point which 
nobody bats an eyelid at or tries to put a label 
on. Similarly, Dorothy is a Lilim sex worker 
who provides her services to a wide range of 
clients, but human “eros” is portrayed as not 
having changed much. What sort of ideas were 
these concepts based on? 


: Sci-fi usually involves projecting to 
the future of the world we live in. Considering 
the increased activity of campaigning for 
equal rights and how fast those campaigns 
have achieved goals as time goes on, it’s not 
hard to imagine a hypothetical 205X where 
those fights have been all but won. 


Of course, having a hypothetical future where 
your sexual orientation is as common to talk 
about as the weather doesn’t mean inherent 
traits in people will change magically. People 
like Donovan D. Dawson will still present 
themselves just the same, but society marking 
a “norm” that shuns certain groups of people 
will be less of a problem. Coming from a 
country where the concept of racism is 
different from what is understood as racism in 
the United States, while also being exposed to 
American media, makes you realize the impact 
that “societal assumptions” have on you. 


Human eros is something that | think is 
difficult to change drastically. It’s an inherent 
part of us that answers to a biological need; 
what changes is the context where those 
needs can be expressed, and in the projection 
provided in VA-11 Hall-A, the biggest 
difference lies in how open people can be 
about the topic, what new stuff might be 
around, and the variety of means available to 
fulfill them. 


So what happens with Lilim? While they 
understand the importance and societal 
weight of sex, the way they come to it is 


different. Humans grow up, go through 
puberty, explore what they like and what they 
don’t in a process that can take years even 
beyond puberty. Meanwhile, Lilim develop 
faster, taking at least one year to mature; 
many times their bodies remain the same 
aside from later modifications, not to mention 
they learn about the concept of sex and 
simply integrate the facts without misinfor- 
mation or opinion. The way they perceive their 
bodies, interactions with others and even the 
enjoyment they might derive from sex is hard 
to gauge using humans as a reference. 
However, the scene where Alma describes to 
Dorothy how to hack machines is a good 
window on how sexuality is still very much a 
part of Lilim life, just different than humans. 


A good analogy can be found with people that 
speak more than one language. We, for 
example, learned English through 
videogames, movies, television, and the like. 
The “weight” of strong words like profanity or 
slang carry is certainly conferred to us, but it’s 
not the same weight you might get from 
learning the language with everyone around 
you speaking it as you develop. 


PLayism: Alma has had body modification 
done a la Luke Skywalker, but she seems to 
have had some issues with having her actual 
hands cut off at the time. In the world of VA-11 
Hall-A, what sort of status does body 
modification hold? Is it a situation where 
people generally use body modification to 
replace lost limbs and other necessary body 
functions, or do people add more and more 
modifications in the name of convenience? It’s 
touched upon to some degree in Betty's 
blueprint, but I'd like to ask for a bit more 
detail. 


: Generally speaking, there’s technology 
that you can’t simply slap on your body and 
call it a day. For example, if a limb was 
damaged in battle alongside its modifications, 


it would be harder for this limb to recover, and 
make the moving mechanical parts hard to 
repair. To avoid a scenario like this, many 
prefer to simply replace the whole part. 
However, there are many costs involved, anda 
lot of people simply cannot afford these type 
of prosthetics, augmented or not. 


Cyberpunk is normally about low life and high 
tech, but something it frequently ignores is 
that these types of modifications are still 
costly, and the lower classes wouldn't have 
access to many of the wonders of a futuristic 
society. The gap between the poor and the 
rich will only get more pronounced as life 
depends more on technology. The worst part? 
The ones with access to high tech in your run 
of the mill slum is probably involved in shady 
business, so the average person is doubly 
fucked: You live in a shithole and the average 
punk has at least one aug giving them 
advantages over you, simply because they 
stole it from someone else. 


In a place where everything you 
want to do with your body is possible but at a 
steep monetary cost, augmentations also 
have an allure to them - the illusion that just 
by getting one, you'll automatically have it 
easier. Betty talks about how friends of hers in 
college were convinced getting augmented 
hands would make them better at surgeries, 
but due to the cost they decided to get them 
done by a shady person, resulting in catastro- 
phe for them. It’s not unlike those stories of 
cheap plastic surgeries where silicone 
implants get replaced with cloth towels, or 
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heck, this one fad in Venezuela where 
dental braces became fashionable to the 
point that random stalls on the street sold 
and installed them. 


And even when safety isn’t an issue, you'll 
see scenarios like Alma’s, who replaced her 
hands to achieve convenience in her work. 
Even if the process is safe and voluntary, 
and the technology is stable, there's still a 
traumatic element to losing a limb. Imagine 
being Alma’s mom and watching your child 
willingly cut off her hands to replace them. 
Some people can’t even stand the idea of 
routine procedures like tonsillectomies, 


and there she goes, chopping off her hands. 


PLAyISM: It appears as though for Lilim and 
possibly humans, having one’s memories 
stored externally is a totally normal thing 
in the year 207X. In this situation, what sort 
of effect do you think this has on a person’s 
perspective on life and death? This was 
touched upon in Dorothy's description of 
her views on life, and how the concept of 
“self” felt like it existed externally instead 
of internally... but Dorothy hadn't seemed 
to arrive at any specific answers. 


Curis: Lilim are connected to something 
called the Collective Source. This is a sort of 
“cloud” server that stores backups for 
every Lilim deployed, and works as a 
primordial soup as well, since the traits 
every Lilim has learned are stored in a way 
that they can assign traits to new Lilim at 
random to further simulate life and let it 
develop on its own by adding more and 
more data. 


In the case of humans, a similar technology 
is in the works but it’s not fully realized yet, 
let alone available to the public, and the 
Lilim are the only ones with a skewed view 
of life and death because of this. A Lilim can 
still die, though. If the body is destroyed 


beyond recovery, and no reliable connec- 
tion to the Collective Source was made, that 
life has been lost. A backup might exist in 
the Collective Source, but at that point it’s a 
copy of the Lilim you knew. It’s part of the 
mystery of the “self”; is the Lilim you're 
talking to now the same you talked with 
last week before they were destroyed? 
Nobody knows, and this terrifies many a 
Lilim, with those that have been “resurrect- 
ed” dealing with severe mental issues. 


FERNANDO: A Lilim’s relation to their body is 
different that of a human. They can remove 
body parts with no pain and replace them 
at will; they might ask a Lilim acquaintance 
to borrow their feet; they might misplace an 
eye in their house; they might fit 
themselves with an extra pair of arms for 
the heck of it. For Lilim, their bodies are but 
a tool and a medium to express themselves. 
They have a clear distinction between mind 
and body, to the point where Stella Dorothy 
mentions a penal program in Glitch City 
where criminal Lilim get their minds 
transferred to appliances like vacuum 
cleaners or vending machines to do service 
time. 


A Lilim’s sense of self is rooted only in their 
mind, in their memories, in their perception 
of their personality, with the body being 
more akin to really complicated and vital 
clothing that they're not necessarily tied to. 
As such their sense of mortality comes, in 
the end, from the fear of that self ceasing to 
exist somehow, even if their minds are 
backed up - they still answer to that same 
fear of oblivion. 


PLayism: In cyberpunk, everything tends to 
look like Blade Runner, where oftentimes 
the world is depicted in a state of deterio- 
ration and devastation. In VA-11 Hall-A, 
right from the get-go, it feels all decadent 
and futuristic. Technology is all awesome, 


body modification/cybernetics are a thing, 
and you've got stuff like Lilim pushing the 
boundaries of what is possible for humanity. 
Why do you think the world got all dystopian, 
instead of technology being the great leveller 
of society? 


Curis: The thought of technology bringing 
people together in a capitalist society is 
frankly laughable. Hell, no economic system 
would allow something like tech to build a 
bridge between classes. In communism, only 
those on top would be allowed to use this 
technology; is this really bridging anything 
despite living in a flat society (excluding the 
powers that be)? No, and in capitalism, only 
those with money would have access to all the 
cool shit. 


It really bothers me too, because even though 
the internet and smartphones have become 
an essential tool in most developed nations, 
the world collectively thinks it’s reached the 
point where everyone believes this is how we 
have brought society together. Now, let's say | 
asked you to try to get the Facebook profile of 
some girl living in a failed state. A smartphone 
capable of running social media apps is what, 
70 bucks? That isn’t much, but in many nations 
the average monthly income is ridiculously 
low, down to even 3-4 bucks in Venezuela. You 
can definitely forget about getting that girl’s 
contact. 


Let’s say you think that’s a bit of an extreme 
example; what about healthcare? The brother 
of a party leader in Venezuela has a freakin’ 
robot hand! Do you think the average Venezu- 
elan would have access to that kinda shit? Or 
the average American for that matter. This will 
only get worse as technology becomes more 
prevalent, and like | mentioned before, people 
in the lower classes in a cyberpunk society 
will be doubly fucked by people who got 
augmented to the gills through illegal means. 
The humble, lawful citizen will always be the 
most affected and it will never change unless 


human nature changes. And | know it sounds 
very pessimistic, but that’s how things are and 
will be. 


PLayism: In the world of VA-11 Hall-A, it feels 
as though “interpersonal connections” 
haven't changed from the way we've known 
them in the 2010s. For example, Sei & Stella's 
relationship, Betty & Deal’s relationship, etc... 
It doesn’t seem as though the people don’t 
really have the sort of strong connections to 
“people” in the virtual world, as is often seen 
in stories of the “near-future”. How does 
Sukeban Games feel about this aspect? 


Curis: | think it’s all about how you decide to 
live your life. Right now there are people who 
are 100% incapable of establishing relation- 
ships with anyone in real life, but watch them 
have an army of friends through social media 
and forums, and the same happens in VA-11 
Hall-A’s future: you choose your poison and 
the way you want to interact with others. 
Some just plug themselves into the net and 
live in Virtual Reality worlds. Remember, Jill 
herself has a subscription to a virtual sex 
service, it’s the first bill you pay. This is 
because she wanted to cut the fat from her 
life. She enjoys having sex, but after what 
happened in her last relationship, and the 
troubles that arise from casual sex (e.g. Jill 
being tired of other people falling in love with 
her when she just wanted a one night stand), 
this VR service seemed like the logical escape 
in a world where you can choose to do this. 
You don’t even have to look for a prostitute 
and deal with the social aspect, even with as 
little social stuff as there might be in such 
situations. 


What we see in the bar are mostly traditional 
ways of interactions because VA-11 Hall-A is a 
place where you know what you will get. The 
customers you serve go there for the express 
purpose of looking for somebody to listen to 
them, meet others, have a chat or just a drink. 
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Escape from VA11 HALL-A’s Glitch City 
to Saint Alicia, an idyllic tourist paradise 
with an upscale bar called N1RV Ann-A 
(pronounced simply as Nirvana). But 
opulence and extravagance are merely 
smokescreens; the artificial island 
hides a seedy underbelly. Its dystopian 
economy touches all aspects of life 
as bar patrons contend with mafia 
extortion, human trafficking and other 
sordid crimes. 


When preparing cocktails, you'll find 
that the situation differs from Glitch 
City; Nirvana doesn't deal in synthetic 


alcohol substitutes. Splash out on 
whiskey, rum and vodka to your heart's 
desire, rather than just following an 
order! You decide what kind of drink to 
serve for any and every occasion. 


For bartender Sam, trouble hits close to 
home. Her relationship with her partner 
Leon, who moonlights as a yakuza, is on 
the rocks as she works hard to care for 
their 8-year-old son, Tony. 


Is Sam and Leon's relationship dead in 
the waters of the Caribbean sea? Or will 
love prevail in this unnatural city? 


CYBERPUNK BARTENDER ACTION 
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VA-11 Hall-A came out in 2016 and we still can’t believe it. All the 
opportunities that have come our way, all the help we've been able to 
give to those we love thanks to it, all the support we get every day from 
everyone. It all still feels unreal, and now the game is on home consoles! 
If you told us back in 2014 that the game we made for a game jam would 
be on home consoles in Japan, we would've probably been annoyed at 
you for pulling our leg. But it’s a reality, our reality, and we will forever 
be thankful to everyone that has supported us all the way here. 


-Sukeban Games 


Lead Artist Writer & Programmer 


@kiririn5 1 @IronicLark 
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